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Multimedia and digital visual effects:
an emerging local labor market

Surveys of this industry in southern California
reveal that its workers are predominately young,
white, highly educated, and well paid;

most of them originated from outside the region,

but their labor market activities

are characterized by complex social networks

ince the 1980s, the multimedia and digital
S:sual effects industry has been emerging
an extremely rapid pace in the State of
Cdlifornia® Two geographic areas, namely, the
Bay Areaand southern California(principally Los
Angeles County) contain most of theindustry’ ses-
tablishments. The southern California region is
now moving into aposition of dominance, not only
inthe State, but probably in theworld at large.

In its narrowest sense, the multimediaindus-
try consists of firms that produce compact disks
and materials for diffusion over the worldwide
web. These products can be further categorized
by substantive content, such as games, interac-
tive stories, educational and self-help materials,
business aids, and advertising. In this sense, the
multimediaindustry is currently pushing all me-
dia(visual, textual, and audio) into convergence
around interactive, digital methods of presenta-
tion. However, the industry can be defined in a
somewhat wider sense so that it includes not only
the activities previously indicated, but aso all
forms of digita enhancement of conventional
media—particularly, a wide range of computer-
ized approachesto graphic design. Itisthislarger
conception of the industry—the multimediaand
digital visual effectsindustry—that will predomi-
nate in this article. Applications of computer
graphics, particularly in the fields of animation
and special effects, have developed apace in re-
cent years, and Hollywood featurefilmsand tel e-
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vision programs now routinely depend on ancil-
lary high-technology image-processing opera-
tions for their commercial success.?

The remarkable dynamism of southern
Cdlifornia’ smultimediaand digital visua effects
industry is, of course, closely related to the
region’s overwhelming and long-standing im-
portance as a center of the entertainment indus-
try. As such, southern California represents the
country’ smost densely devel oped concentration
of specialized workers in such domains as
storywriting, visual dramatization, and scenario
production. It is also a place where multimedia
content providers can always find an available
supply of subcontracting services in film and
video production, photography, graphic art,
scriptwriting, musical composition, acting, voice-
over, and so on. Even so, and in view of the recent
mushrooming of the multimediaindustry in the
region, many firmsinterviewed for thisresearch
reported an acute shortage of workerswith com-
puter graphics skills and other forms of multi-
media expertise.

The precise size of the multimediaand digital
visual effects industry in southern Californiais
extraordinarily difficult to calculate. Thereisno
generally agreed upon definition of just what the
industry is, or how it might be distinguished from
functionally adjacent sectors such as motion
picture production, publishing, software services,
and so on. An earlier study, based on the narrow



definition of theindustry (as described earlier), suggeststhat
in 1995 there were about 188 multimedia establishmentsin
the entire southern California area, south of and including
Santa Barbara. However, according to the broader definition
of the industry (that is, including all forms of digital visual
effects), the number of establishments in the region can be
provisionally estimated at 382. The median humber of
workersemployed in these establishmentsisroughly 10. The
total number of employees in the industry is unknown and
could not be assessed without more complete information on
the frequency distribution of employment by establishment.
For comparative purposes, it might be useful to note that in
1994, total employment in Los Angeles County in sic 781
(motion picture production and services) was 129,863 in
4,416 establishments.®

This article describes the shape, form, and emergence of
thelocal labor market for multimediaand digital visual effects
workersin southern California. Much of the articleis devoted
to adescription of data collected in aquestionnaire survey of
workers in this new and important industry. The article is
concerned more generally with the spatial and temporal
filtering of workers through the large metropolis and
associated institutions.* Concomitantly, it also seeks to
provide a number of specific empirical insights into the
broader problem of locational agglomeration and regional
development.®

Empirical framework

The study of local labor markets is almost always greatly
hampered by adearth of pertinent statistics. Itisusually quite
difficult to find information about the personal and occupa
tional characteristics of workerson anindividua basis, espe-
cially for casesin which thereis arequirement that the data
be coded, in addition, by location and sector of employment.
Obvioudly, the best way to obtain microdata of this sort is by
direct questionnaire methods, which areinvariably expensive
and time consuming. A particular problem in the present con-
text isactually identifying atarget population of individuals
to be surveyed, and al the more so because there is no offi-
cial designation of the multimedia and digital visual effects
industry. Even when the definitional problemisresolved, the
major obstacle of actually delivering questionnaire forms to
workers remains. One possible line of attack isto distribute
guestionnaires to workers at their place of employment, but
this approach encounters the difficulty of securing the coop-
eration of firms. Also, this approach is subject to peculiar
biases because it typically results in returns being clumped
by firm—aproblemthat is exacerbated when only afew firms
can be induced to participate in the survey (above al, when
some of them are unusually large in size).® The alternative
method isto survey workers at their place of residence. How-

ever, this approach faces the even more daunting problem of
constructing, at the outset, an unbiased list of home addresses.
A third approach is to gain access to potential respondents
through employee organizations, such as unions or guilds,’
although again, strong biases may be expected to enter into
any resulting survey when these organizations account for
only afraction of all employeesin the selected industry.

Unfortunately, there is no organization in southern Cali-
forniathat claims or even seeks to represent al multimedia
and digital visual effects workersin the region; and thereis
none that comes close to embracing amajority of these work-
ers. That said, there are various interest groupsin the region
whose members are either employed in the industry or are
actively seeking jobsinit. Two of these interest groups are of
particular significance in this study because they are fairly
large in size and because, taken together, their membership
appears to provide a good representation of employment
structuresin theindustry. Each of these groupsisalocal chap-
ter of awider international society. They are:

- International Interactive Communications Society (here-
after, Communications Society). The objectives of this
group areto provideinformation, professiona support, and
skills development for individuals across the spectrum of
the interactive arts and technologies business. Its mem-
bership is recruited broadly from professionals in multi-
media, computing, telecommunications, education, on-
line services, media, publishing, and entertainment. In to-
tal, the Communications Society has 34 individual chap-
ters throughout the world. When this study was initiated
in the summer of 1996, the Los Angeles chapter had a
membership of 612.

- Association of Computing Machinery’s Special Interest
Group on Computer Graphics (hereafter, Graphics Group).
Like the Communications Society, the Graphics Group is
dedicated to providing information, professional assis-
tance, and training, but to arather more narrowly defined
membership. This group focuses primarily, but not exclu-
sively, on computer graphics specialists. There are 26
chapters worldwide. The Los Angeles chapter had 820
members when this project started.

Despite the fact that members of the Communi cations So-
ciety are drawn from the entire spectrum of occupationsin
theindustry (including business and financial operations, pro-
duction management, writing, and so on), while Graphics
Group memberstend to be rather more technically oriented,
there is some overlap of membership between the two. Nei-
ther of the two organizations provides an exhaustive or unbi-
ased window onto local labor marketsin the multimediaand
digital visual effects industry, but together, they probably
yield as comprehensive a picture as is possible to obtain at
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thistimewith limited resources. The advantage of basing the
study on two different but complementary organizations is
that theinformation they offer providesadegree of focusthat
would otherwise assuredly be lacking if we looked only at
one of them inisolation from the other.

With the full cooperation of the officers of the local chap-
ters of the Communications Society and the Graphics Group,
anidentical questionnaire was mailed to all membersduring
the second half of 1996. The total number of responsesfrom
members of the Communications Society was171 (aresponse
rate of 27.9 percent) and 159 from the Graphics Group (a
responserate of 19.4 percent). Theseresponseratesarefairly
representative for thiskind of survey, although the sharp and
statistically significant difference between the two rates ob-
tained remainsinexplicable. In the absence of any definitive
information on the social characteristics of the underlying
population of workers, we have no way of assessing what
specific biases may exist in the questionnaire returns, a-
though it is probably safe to assume that bias of some sort is
present. Accordingly, the results reported in later sections
need to be treated with due caution. In view of thiswarning,
premature generalization of the survey resultswill be avoided.
Even so, the results, taken simply on their own terms, tell us
much about significant fractions of the labor force in this
burgeoning industry and its associated empl oyment structures
in southern California. They are aso generally consistent with
information gathered in a parallel series of some 25 face-to-
faceinterviews with representatives of multimediaand digi-
tal visual effectsfirmsin the region.

Profiles of questionnaire respondents

Geographic profile.  Exhibit 1 maps out the residential lo-
cations of all questionnaire respondentstogether with a set of
isolinesindicating the generalized spatial pattern of the digi-
tal visual effects industry in southern California. The resi-
dences of questionnaire respondents are depicted individu-
aly. Any givenisolinein the map represents alocus of points
with identical levels of accessibility to establishmentsin the
multimediaand digital visual effectsindustry, where accessi-
bility is defined asde'l, and dj isthe distance from any arbi-
trarily given point to the j* establishment in the industry.®
Themain locational buildup of the multimediaindustry is
in and around Santa Monica and the western part of the city
of Los Angeles. The industry then extends eastward and
northward through Hollywood and Burbank and into the San
Fernando Valley. A very minor outlier of the industry can be
observed in Orange County to the south. The exhibit reveals
the existence of acorrespondence between respondents’ resi-
dences and the general location of workplacesin the indus-
try. This same observation is corroborated by questionnaire
data which indicate that the median commuting time for re-
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spondentsof the Communications Society is 15 minutes, and
20 minutesfor the Graphics Group. In fact, thiskind of tight
spatial relationship between employment places and theresi-
dential locations of workers is a persistent feature of local
labor markets in all large metropolitan areas, even in Los
Angeles, which is often (mistakenly) seen as being a more-
or-lessfluid commuting field acrossitsentire extent. The cor-
respondence is magnified in the present instance by the fact
that the demographic features of questionnaire respondents
match closely to the generalized socia profile of theresiden-
tial neighborhoods of the western reaches of the Los Angeles
metropolitan area.

Demographic profile. Questionnaire respondents can be
represented, for the most part, as a rising cohort of young,
successful professionals in which women play a noticeable
and presumably increasing role. Of the Communications So-
ciety respondents, 39.9 percent are female, compared with
29.1 percent in the Graphics Group. Asshownintable 1, most
of the individuals who returned a questionnaire are in their
30s—for communications respondents, the median ageis 39
and for graphics respondents, it is 37. Both groups, in addi-
tion, are overwhelmingly dominated by whites, with Asians,
Hispanics, and African-Americans representing dispropor-
tionately small percentages of all respondents. (Seetable 1.)
Annual salariesare high; the median salary for communica-
tions respondents is $55,000, and for the more technically
oriented graphics respondents, $70,000.

Only about aquarter of all respondentswere actually born
in southern California. The remaining three-quarters were,
for the most part, born outside of the region or outside of the
State. Of respondents from the Communications Society, 6.1
percent were born in aforeign country, compared with 21.2
percent for the Graphics Group. Most of the foreign born
came from Asia, Canada, and Europe. The relatively high
proportion of the foreign born in the work force is doubtless
a reflection of the reported shortage of computer graphics
skillsin both Californiaand in the country at large. (Mobility
and job recruitment are discussed later.)

Employment and recruitment patterns

Employment by sector. A clear majority (79.0 percent) of
all the respondents is employed in a core group of sectors,
with the balance being employed in sectors that are at best
only marginally connected to the multimedia and digital vi-
sual effectsindustry. (Seetable 2.)

Core sectorsare multimedia (in the narrow sense), motion
pictures/Tv/video, special effects, animation, and so on. Note
that respondents from the Communications Society are
heavily concentrated in the multimedia sector. By compari-
son, respondents from the Graphics Group tend to gravitate
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and digital visual effects establishments in southern California, 1996

County

> »
.

e Communications Society
respondents

A Graphics Group respondents

. 10 mi
N LN A
10 km
L]
A . -
A
A .
N e
‘A e A .
. . -
(T S
% A
= “a
7N 10
- @O
Los Angete

more to sectorsinvolving motion pictures, specia effects, and
animation, wheretheir advanced levels of computer graphics
skills are in particularly high demand at the present time.
Noncore sectors of employment reported by respondents are
education, the defense industry, legal services, health ser-
vices, and miscellaneous industries. Even in these noncore
sectors, however, respondents tend to occupy jobs that, in
oneway or another, involve multimedia skills and techniques.

There is some filtering of individuals from noncore sec-
tors to core sectors, with education and the defense industry
being the most common points of origin. Thus, (combining
datafor both the Communications Society and the Graphics
Group), 30.8 percent of the 26 respondents who reported that
their job, previousto the current one, wasin education, shifted

into core multimediaand digital visual effects sectors, asde-
fined. The corresponding figure for the 12 respondents whose
previous job wasin the defenseindustry is 25 percent. While
thesefiguresare small, they nevertheless suggest that the L os
Angelesareaas awhole probably hasimportant reservoirs of
experienced potential jobseekersready to moveinto the mul-
timediaand digital visual effectsindustry. The questionnaire
dataindicate that onceindividual s are employed in core sec-
tors, any subsequent job shifts tend to be virtually entirely
within the core.

Employment status, occupations, and computer skills.  Al-
most al questionnaire respondentsare currently employed in
full-timejobs. (Seetable 3.) A very significant number (20.3
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LM Age and racial/ethnic characteristics of
respondents to the multimedia and digital visual
effects industry questionnaire, southern
California, 1996

Category Communications Graphics
Society Group
Age
Usable responses
Number ... 164 156
Percent:
20-24 .6 2.6
25-29 8.5 14.1
30-34 20.1 28.2
35-39 22.6 18.6
40-44 19.5 13.5
45-49 16.5 9.6
50-54 4.3 7.1
55-59 4.9 2.6
60-64 2.4 1.9
65 and older 6 19
Race and ethnicity
Usable responses
Number ... 158 142
Percent:
WHhIte ..o 92.4 88.0
Asian ... 13 7.7
Hispanic ........cccceoveeenee. 4.4 1.4
African American ........... 1.9 2.8

percent) of respondents from the Communications Society
are engaged in freelance activities, compared with only 7.3
percent of respondents from the Graphics Group. The much
higher percentage of respondents from the Graphics Group
inregular salaried employment probably results, in part, from
the demand for firm-specific human capital inthe motion pic-
ture, special effects, and animation industries (in which these
respondents are mostly employed). Firms like Disney Inter-
active, Dreamworks, Sony Pictures, and Warner Digital in-
sist upon high levels of intrafirm teamwork and product de-
signsthat are safeguarded by copyright and trademark provi-
sions. Such firms are thus apt to prize a captive labor force
that ismorelikely to beresponsiveto their special needsthan
freelance workers. For both respondent groups, the median
length of current job tenureis 2 years. Respondents from the
Communications Society claim to have been employedinthe
industry as a whole for 3.0 years, compared with 4.4 years
for respondents from the Graphics Group. In addition, over
their entire employment experience in the multimedia and
digital visua effects industry, Communications Society re-
spondents have worked for an average of 2.82 firms, and
Graphics Group respondents, for an average of 3.4 firms.
These figures suggest that there is some modest, but not ex-
cessive, employment instability in the industry.

The occupational characteristics of respondents are shown
in table 4.° Production/direction refers to occupations (at
variouslevels of seniority) in which the main responsibility
for design, organization, and execution of multimedia and
digital visual effects work (including website construction)
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resides. Specialized programming and animation/graphic de-
sign occupations are broken out as distinctive categoriesin
their own right in table 4. In practice, there are rarely sharp
divisionsof occupational function inthe multimediaand digi-
tal visua effects industry, and the information in the table
needsto be interpreted with a high degree of flexibility.

For themost part, thedataarrayedintable4 areunsurprising.
Most workersin theindustry are engaged in centra production,
direction, programming, animation, and graphics occupations.
Communications Society respondents are patently more entre-
preneurial and business oriented than those in the Graphics
Group, inthesensethat arelatively high proportion of them are
owners, managers, and individualsin business/financia/sales
occupations. The Graphics Group is much more focused on
technical occupationsinvolving programming, animation, and
graphics. Another distinction between the two groups may be
elaborated in terms of their command of computer skills. Al-
most two-thirds of al respondentsindicated that they had some
computer programming proficiency, with the two most com-
monly known languages for Communications Society respon-
dents being HmL (39.2 percent) and Lingo (22.8 percent). For
Graphics Group respondents, thetwo languagesarec/c++ (40.1
percent) and HtmL (37.0 percent). HTmL isan easily learned and
widely used language for building web pages; Lingo isame-
dium-level programming language with applications in the
graphics and business areas; and c/c ++ isafundamental pro-
gramming language involving significant technical expertise.
Once again, the two groups emerge with significant overlap,

ICLIC  Employment sectors of respondents to the
multimedia and digital visual effects industry
questionnaire, southern California, 1996

Communications | Graphics | Combined
Sector Society Group
Usable responses
Number ......cceeevieenene 144 143 287
Percent:

Core sectors, total ...... 80.0 77.6 79.0
Multimedia ................ 42.4 12.6 27.6
Motion pictures/

TVVIdEO ....cccuvenene 11.1 14.0 12.5
Special effects .0 20.3 10.1
Animation ................. 7.0 17.5 9.1
Software design ....... 5.6 5.5 5.6
Multimedia consulting

and training ............ 6.9 1.4 4.2
Advertising ............... 5.6 2.1 3.9
Telecommunications .. 2.8 2.1 25
Graphic design ......... 2.1 2.1 2.1
Printing and

publishing ............... 2.8 .0 1.4

Noncore sectors, total . 20.2 22.4 21.3
Education ...... . 8.3 4.9 6.6
Defense indus 2.1 9.1 5.6
Legal services ... 2.8 7 1.8
Health service! . 7 2.8 17
Miscellaneous .......... 6.3 4.9 5.6




Selected employment characteristics of
respondents to the multimedia and digital visual
effects industry questionnaire, southern
California, 1996

Communications Graphics
Society Group
Variable Numb Numb
umber umber
Val_ue of of usable Val_ue of of usable
variable variable
responses responses
Percent employed ........... 94.7 168 98.0 158
Percent employed full
HME o 85.8 163 96.6 146
Percent working
freelance ..o 20.3 157 7.3 155
Median length of time
with current
employer (years) ........... 2.0 148 14.4 148
Median length of time
engaged in multimedia
WOork (years) ......ccccecueue 3.0 161 14.4 148

but with Communi cations Society members veering to the less
technical, and the Graphics Group membersto the moretechni-
cal side of theindustry.

Mobility and job recruitment. As previously mentioned,
most of the questionnaire respondents were born outside of
southern California. Even more significant, roughly half of
all respondentsreceived their highest level of education out-
side of theregion and, for the most part, outside of the State.
Furthermore, 3.8 percent of the respondents from the Com-
munications Society and 6.1 percent of those from the Graph-
ics Group were educated in a country other than the United
States. These data signify, once again, that the multimedia
and digital visual effects industry in southern California is
highly dependent on persons who come from other areas.
Nevertheless, once they enter the southern Californian labor
market, workers in the industry tend to become quite rooted
in theregion. Thus, of al respondents (that is, the majority)
who stated that their current job is not the first job they have
ever held, asmany as 83.0 percent indicated that the previous
place of employment was located in southern California.
Job recruitment patternsin the multimedia and digital vi-
sual effects industry are displayed in table 5, and they are
much alike for both groups of respondents. Observe that the
datain the main body of thetable are defined as percentages
of employed workers only (that is, excluding founders of
firms and the self-employed). By far, the greatest proportion
of al workersin theindustry is recruited either on the basis
of information provided by friends or organizational contacts,
or by means of direct communication between the prospec-
tive employer and the employee. This observation is consis-
tent with other studies of recruitment patterns that conclude
that most information about job openingstravels, in oneway

or another, by word of mouth.*® Advertising also accountsfor
amodest share of actual recruitment in the industry, with a
perhaps anomalously high frequency among Communica-
tions Society respondents.

Education and training

Themagjority of respondents have attained to high levels of edu-
cational qualification. Most respondents have at least a 4-year
college degree, with significant numbers also having acquired
master’ s degrees. (See table 6.) About half of all respondents
graduated with their highest degreein 1985 or later. The educa
tional majors completed by questionnaire respondents are
shown intable 7. Most of the respondents have received forms
of education that are highly appropriatefor careersin the multi-
mediaand digital visua effectsindustry. Well over 50 percent
of them majored in such fields as film, graphics, business, and
computer science, while significant numbers of the rest ma-
jored in engineering, fine arts, social science, and liberal arts.
Educational pathways into the industry are thus multiple, but
nevertheless rather clearly focused on the artistic, business, or
technical skillsmost in demand by employers.

Thereis also aremarkable wealth of relevant educational
and training establishments in the region. (See table 7.) Of
the respondents who earned their highest degreein southern
California, as many as 34.0 percent graduated from the Uni-
versity of California-Los Angeles, followed by the Univer-
sity of Southern California (13.9 percent), California State
University-Northridge (9.0 percent), and Art Center Pasadena
(5.0 percent). The remainder graduated from some 24 differ-
ent colleges and universities scattered throughout the region.

In addition, 70.2 percent of the respondentsfrom the Com-
munications Society and 55.3 of the respondents from the
Graphics Group indicate that they have taken at least one part-
time course in multimedia or computer techniques since
graduation. The lower figure for graphics respondents is no

Table 4.

Occupations of respondents to the multimedia

and digital visual effects industry questionnaire,
southern California, 1996
Occupation Communications Graphics
Society Group
Usable responses
Number ... 157 150
Percent:
Owner/senior management ... 24.8 7.3
Business/financial/sales ........ 18.5 4.7
Production/direction .............. 26.1 20.7
Programming/technical
SUPPOM .o 12.1 25.3
Animator/graphic designer .... 7.0 38.0
WIEET .o 5.1 7
Other ... 6.4 3.3
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Method of recruitment of respondents to their
current jobs, multimedia and digital visual effects
industry questionnaire, southern California, 1996
Recruitment Communications Graphics
method Society Group
Usable responses
Number ... 138 145
Percent:
Friends or organizational
CONACLS ..o 37.2 43.3
Contact initiated by
emPIOYET ...ccvevieieieeeeene 22.7 23.9
Contact initiated by
employee ......ccceevevveneenieennn. 12.7 14.2
Advertisement ... 17.3 9.0
Job fair ..o 18 5.2
Employment agency ... 8.2 2.2
School placement ................... .0 2.2
Number of cases for
above variables ......................... 110 134
Number of founders of
firms or self-employed................ 28 11

doubt afunction of their relatively high level of technical ex-
pertise upon graduation. Theinstitutions providing the part-time
courses taken by respondents are exhibited in table 8. Respon-
dents were asked to name these institutions in an open-ended
fashion and the answers are arrayed simply by number of men-
tions. Some of the institutions noted in the table are conven-
tional collegesand universities, othersare private establishments
providing in-house programs or vendors offering special train-
ing, and yet others are professional associations of different
kinds (including unionsand guilds). The miscellaneous category
shown inthetablerepresentsthe many ingtitutionsthat received
only one mention each. The information in table 8 indicates
that there are many types of part-time training facilities that
pertain to the multimedia and digital visual effectsindustry in
southern California. And, the University of California at Los
Angeles again leads the way.

Theabundance of educational and training opportunities of-
fered in the region for those seeking careersin the multimedia
and digital visua effects industry suggests that thereisa sig-
nificant degree of ingtitutional respons venessto the current high
demand for relevant skillsand aptitudesin southern California.
If thereis alabor shortagein theindustry at the present time, it
is perhaps less a function of the absence of basic instructional
infrastructures than it is a consequence of the sudden recent
surgeinthedemand for appropriately trained |abor. The danger
in responding to this shortage by increasing the number of edu-
cation and training programs in the region is that it is apt to
result in along-term over-supply of labor. The main objectives
of policy in this regard should not be so much to expand the
number of programs asto improve the quality of those that ex-
ist, while ensuring higher levels of entry by underrepresented
groups.
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Professional organizations

Questionnaire respondents were asked to list in open-ended
format all the professional associations, unions, and guildsto
which they belong. The answersto thisquery aretabulated in
table 9, which is arranged simply in terms of the number of
times each organi zation was mentioned.

The data suggest that multimedia and digital visual effects
workers are notably gregarious on the professiona front.
Respondents are joined together in webs of intersecting
affiliationsin awidevariety of formal organizations (including
the Communications Society and the Graphics Group), aswell
as in many different informal support groups. Note that 18
Communications Society respondents claimed to be members
of the Graphics Group, while 8 respondents from the Graphics
Group claimed to be members of the Communications Society.
Thus, while there is some redundancy in the survey data, it is
alsofairly limited. In general, the organizationsnoted intable9
play animportant role in the local |abor market. They provide
corporate representation of their members' interests; they offer
training programs of varioustypes; and they ensurethat critical
information about new technologies, skills, job opportunities,
and so on, circulates rapidly through the local labor market.
Recall from the earlier discussion that a significant proportion
of respondents obtained their current jobs through organi-
zational contacts.

Local labor markets, economic development

The labor market for workers in the multimedia and digital
visual effects industry in southern Californiais highly dis-
tinctivein its overall structure. It has emerged in its present
form by way of individuals filtering through a series of geo-
graphic and institutional staging points. For the most part,
the market is made up of rising young professionals of both
sexes, but with avery low representation of minority ethnic
and racial groups. Workersin the industry are well educated
and trained, and they earn notably high incomes, on average.
While it is always possible that the survey method used in
this article might have yielded a very one-sided view of the

Highest level of education attained by

respondents to the multimedia and digital visual
effects industry questionnaire, southern
California, 1996
Level of education Commun_ications Graphics
Society Group
Usable responses
Number ... 166 155
Percent:
High school .........c.cccceeiiiiiniens .6 3.2
Two-year college 7.2 12.3
Four-year college 38.6 49.0
Master’s degree......... 45.2 27.7
Doctoral degree..........cccceeeveeueene 8.4 7.7




IELJCW@ Educational majors of and institutions attended

California, 1996

by respondents to the multimedia and digital
visual effects industry questionnaire, southern

Communications

Graphics

IETIISRM |\stitutions (in southern California only) from which

respondents to the multimedia and digital visual
effects industry questionnaire have taken part-time
courses in multimedia techniques, 1996

Category Society Group Combined
Major
Usable responses
Number ... 160 149 309
Percent:
Film, theater, Tv,

broadcasting .........c.ccceeenue 27.5 13.4 20.7
Graphics, computer

graphics, and animation ... 3.8 25.5 14.2
BUSINESS ....oeviieniicieeieie 20.6 6.7 13.9
Engineering, mathematics,

and science ..... 6.3 19.5 12.6
Computer science . 5.0 14.1 9.4
Fine arts and

architecture 6.3 12.1 9.1
Social sciences .. 10.0 4.0 7.1
Liberal arts and

languages 9.4 3.4 6.5
Education .. 5.0 7 2.9
Law ... 4.4 .0 2.3
Medicine and health care.. 1.9 7 1.3
Educational institution

(southern California only)
Usable responses
NUMDET ..o 78 66 144
Percent:
University of California,

Los Angeles 34.6 33.3 34.0
University of Southern

California .......cccceeeeveenene 15.4 12.1 13.9
California State

University, Northridge ....... 7.7 10.6 9.9
Art Center Pasadena........... .0 12.1 5.6
California State

University, Fullerton .... 1.3 6.1 35
Pepperdine University .. 6.4 .0 3.5
California State

University, Los Angeles .... 3.8 15 2.8
University of California,

Santa Barbara .. 3.8 15 2.8
Loyola Marymount

UNIVersity ......cccoeevervennens 3.8 15 2.8
California Institute

of the Arts ... 1.3 4.5 2.8
University of California,

INVINE (e 3.8 .0 2.1
California Polytechnical

Institute, San Luis Obispo ... 1.3 3.0 2.1
California State University,

Long Beach.......c.ccccceeueenee 3.8 .0 2.1
San Diego State

University .......... 2.6 .0 1.4
Santa Monica College .. .0 3.0 2.1
Brooks Institute ......... 1.3 15 1.4
University of Redlands ....... 1.3 15 1.4
California State University,

San Bernardino ................ 1.3 .0 7
University of California,

San Diego ......ccoeeeeeiennnene 1.3 .0 7
California State University,

Dominquez Hills .0 15 7
Whittier School of Law ....... 1.3 .0 7
Antioch University

(Los Angeles) ... 1.3 .0 7
California Institute o

Technology ........cccceeveenene .0 15 7
Riverside Community

College ............. 1.3 .0 7
Saddleback College .. .0 15 7
Mesa Community

College ...coovevviiiiiiiene .0 15 7
Claremont Graduate

School .....coveiiiicice .0 15 7
Southwestern University .... 1.3 .0 7

Institution

Communications
Society

Graphics
Group

Combined

Colleges, universities and
professional schools
University of California,
Los Angeles,
extension ..
Learning Tree University .
Art Center Pasadena.......
University of California,
IrVINE .o
New Horizons .................
California State
University,
Long Beach,
extension ..........cceeeen.
Santa Monica College ....
Orange Coast College....
The Learning Annex .......
Mount Sierra College .....
California State University,
Northridge ........cccceee.
University of Southern
California ........ccccceeneeee
West Coast University ....
Miscellaneous colleges,
universities, and
professional schools ...

In-house training or
product vendor programs

Silicon Studio ..

Microsoft

Miscellaneous in-house
training or product
vendor programs.........

Professional associations
(including user groups)

American Film Institute ...
Association of Computing
Machinery’s Special

Interest Group on
Computer Graphics
(Graphics Group) ........
International Interactive
Communications Society
(Communications
SOCIetY) .eevveeierieniiens
Los Angeles Macintosh
Users’ Group ...............
Society of Motion Picture
and Television
Engineers.........cccceeeene
Women in Film ...............
Directors’ Guild of
America....
Miscellaneous
professional

associations ................

36
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labor market’ s general make-up, more casual data collected
infirminterviewsfully corroborate the broad conclusions of -
fered here.

Thelocal labor market that has grown up around the multi-
mediaand digital visud effectsindustry in southern California
isendowed with rich institutional infrastructures, and workers
themselves appear to be extremely involved in job-enhancing
extrawork activities, including part-time training. Above all,
they are joined together in many different crisscrossing net-
works of association. These networks allow workersto collec-
tivize their individual experiences, knowledge, information,
contacts, and so on, thus generating organizational frameworks
that supplement general processes of worker socidization and
job mohility. Such networks have been found in other indus-
triesand other regionsto beanimportant basis of worker exper-
tise and innovative activity, no matter whether it be semicon-
ductor engineers in Silicon Valley, ™ or international finance
workersin the City of London,2or even visual artistsin New
York.® Infact, local labor marketstypicaly function not only
as smple adjuncts to specialized regional economies, but also
as critical sources of the agglomeration economies that keep
those economies functioning as dynamic and tightly organized
gpatial units. Whenregional labor markets and economieswork
well, they ensurethat trained and habituated workerswith spe-
cific, frequently updated skills are constantly supplied to em-
ployment places.

The multimedia and digital visual effects industry is al-
most certain to become one of the driving forces behind the
continued growth of urban cultural economiesinfutureyears,
and Los Angeles—with its highly developed entertainment
complex—is aready a major center of the industry. In light

Footnotes

Affiliations of questionnaire respondents with
professional associations, guilds, and unions,
arranged by total number of mentions, southern
California 1996

Association, Communications | Graphics

h - . Combined
guild, union Society Group ombine
Graphics Group .............. 18 Q] Q]
Communications
SOCIELY veoveveevreeeeieinn ® 8 ®

Society of Motion
Picture and Television
Engineers ........ccceeeeene 10 9 19

International Alliance of
Theatrical and Stage
Employees (various

locals) .......... . 0 14 14
Bar associations . 10 0 10
Women in Film 7
Women in New

Technologies................. 7 0 7
International Television

Association .................. 7 2 9
Institute of Electrical and

Electronics Engineers.. 5 14 19
International Animated

Film Society .........c....... 2 6 8
Los Angeles Macintosh

Users’ Group .........c..... 2 3 5
Writers’ Guild of

America ........cceeeevuenne. 5 0 5
Directors’ Guild

of America ........ccceeuee. 3 0 3
Miscellaneous 130 155 285

1 Not applicable.

of this, further research on specific forms of worker social-
ization and acculturation is needed, and nowhere more so than
in the burgeoning cultural products industries, where subtle
processes of habituation of thelabor force are critical to over-
all economic success. []
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